WATERWORLD: QUEST FOR THE MARINER 
SCOPE OF CONCEPT 


v.1.0 


December 18, 1995 


Creative Concept 


From a distance, the Atoll looks like a welcome respite to the never 
ending water. Yet, as you approach, a strange feeling of foreboding 
comes over you...as if you have been here before. Memories of the 
Mariner leaving dry land flicker across your mind as you wonder, 
could he really be here? But before you have time to change your 
mind and head for home, the gates swing open and you’re in! 


Quickly climbing out of your boat, you find that you have drawn the 
attention of some particularly nasty thugs. From your perspective on 
the jetty you see before you three objects: A harpoon, a jet ski and a 
rope. You survey the situation and make your decision with a click of 
the mouse. What happens next is up to you. Full of hidden surprises 
and sneak peeks of the live show at Universal Studios Hollywood, 
“WaterWorld: Quest for the Mariner” will deliver on-line visitors to 
USH's “The Hill” Web site the next level of on-line interactivity. 


Not a slide-show presentation, nor a publicity piece, “WaterWorld: 
Quest for the Mariner” will be a fully-immersive, first-person 
adventure designed to entice visitors to the Web site to visit the real 
attraction at Universal Studios Hollywood. Designed to be a premiere 
attraction on the World Wide Web, the “WaterWorld: Quest for the 
Mariner” will put the player in control of the action. While the site 
will take players through the second chapter in the Waterworld story, 
their actions will determine the outcome! 


Set in a futuristic world in which human kind’s erroneous ways have 
caused the polar ice caps to melt, virtually covering the globe in 
water, WaterWorld the movie ended with our heroes reaching dry 
land. Yet, WaterWorld, the live experience at Universal Studios 
Hollywood is set further in the future, back on the Atoll. Offering fans 
of the movie, and the park, a unique and entertaining story that they 
will not be able to find anywhere else, “WaterWorld: Quest for the 
Mariner” will pick up where the movie leaves off, and end at the 
where the live show really heats up... with the return of the Mariner! 


Using a combination of 3d graphics created specifically for the Web 
site, hot-linked embedded objects/icons, “Real Audio” dialogue and 
sound effects, character graphics taken from pictures of the actual 
show actors, static graphics, hot-linked text and full-motion Quicktime 
movies, the “WaterWorld: Quest for the Mariner” will be a true 
multimedia experience. With an understanding that users will access 
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the Web pages with a variety of hardware configurations, 
“Waterworld: Quest for the Mariner” will allow users to choose the 
level of media interaction. 


Interaction will occur in the form of choices the user must make to 
forward the action. Hints -- in the form of “pay off” video clips taken 
from the live show spectacular -- will be placed along the way, after 
key correct decisions are made. If the player makes all of the correct 
decisions he or she will, by the time they complete the experience, 
have been given an exciting overview of the live event. In the end, if 
the player makes all of the right decisions, he or she will be treated to 
a longer, finale Quicktime movie clip. (In all, we envision including no 
more than three or four Quicktime movie clips in the site). 


Each step in the action, or scene, will include the following elements: 


@ Panoramic Graphic taken from the Live Show Set - At the top of 
each scene, this 2.35:1 aspect ratio graphic will give the player 
the perspective for the action in the game. While the graphic 
will be static, there will be clues and icons/hot objects 
embedded in it that the user must click upon to forward the 
action. 


@ Hot objects/Icons - Each panoramic graphic will have two or 
three clickable objects embedded in it. These objects, by their 
nature, will delineate by the equal number of actions possible 
from the scene. 


@ Hot Linked Text -- The text will serve two functions. First, it 
will describe the scene and the action for those people who have 
turned off their graphics browser or do not have a “Real Audio” 
player due to technical limitations. Second it will help set up 
the mindset of the dilemma facing the player so that they can 
better understand the choices they have in front ofthem. Allin 
all, the text will convey the story as it unfurls. 


@ CharacterGraphics -- Once a player has made a decision by clicking 
on a hot object/icon, a character graphic will appear to describe 
the consequence of the action. Whether its The Deacon reveling in 
your misfortune, or Helen telling you what needs to happen next, 
or even The Mariner appearing as if from nowhere, each scene will 
conclude with a character animation (and accompanying text) 
before the next panoramic graphic is presented. 
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@ Quicktime Movie - On occasion, players will make a correct key 
decision that will be rewarded by the ability to download a short 
clip taken directly from the live show. The inclusion of the clip asa 
reward will make them savor, rather than resent the time needed 
to download a clip. Further, downloading a clip will be an option 
rather than a requirement for those users who rather not spend the 
time. 


@ Toolbar - To help the player keep track of where they are in the 
Web site, a toolbar will be provided that will allow the player to 
move backwards and forewords through the site, as well as link to 
a help page and a hint page. Further, space on the tool bar will be 
provided for a link to a corporate sponsor's home page. Of course, 
as the toolbar will appear on every page in the “WaterWorld” 
InterAttraction, so too will the sponsor's logo be prominent 
throughout the site. 


While the “WaterWorld: Quest for the Mariner” will be designed to 
stand-alone and be complete in every detail, the type of experience 
generated on-line will only suggest the thrills and heart-stopping 
action delivered by the actual show. Therefore, the unmistakable 
underlying message delivered throughout the site will be to 
motivate users to go to Universal Studios Hollywood and 
experience WaterWorld, the live event, for themselves! 


Sample Story 
WaterWorld Act I: The Buoy 


HOME PAGE: “Click here to enter WaterWorld: Quest for the 
Mariner” + Information about the "Live Sea War Spectacular” 


BACKSTORY PAGE 1: History of Waterworld 


STORY PAGE : Approaching the Smoker's Buoy. - You and Helen are 
on your little boat heading toward the last known location of the Atoll. 
However, you spot - and are spotted by - what is obviously a Smoker 
stronghold. Escorted by Smoker's on left and ride side of you, you are 
escorted aboard the Buoy 


DECISION POINT 1: On board the Smoker's Buoy - You are being 


questioned by a Smoker Lieutenant, near you, dumped on the floor, 
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are the three meager items from your boat: A sack of dirt, a Harpoon 
and a Flare Gun. 


Wrong Decision - Sack of Dirt: You try to bribe the Smoker 
Lieutenant with the dirt. He takes the dirt gladly and then has you 
tied up. Get the Floating off into the Ocean Tied-Up graphic. 


Maybe Decision (Go to Decision Point 1b) - The Harpoon: You get ina 
struggle with the smoker lieutenant, and wound him gravely. 
However, the sound of the struggle attracts the attention of the two 
smoker guards waiting outside and you have another decision on your 
hands... how to get out. 


Right Decision - Threaten with the Flare Gun (Go to Decision 2) 


DECISION POINT 1b: Inside Buoy Cabin - Two Smokers attacking. 
You have two remaining choices. Bribe them with the dirt or threaten 
them with the flare gun. 


Wrong Decision: Bribe them with the dirt - They laugh in your face, 
take your stuff and put you back on your boat. You are then left to 
float in the current until you are rescued with a fresh load of stuff and 
you move on to Act II humiliated: 


Right Decision: Threaten with the Flare Gun (Go to Decision 2) 


DECISION 2 - Smoker's Back Off - You find out that the Buoy is 
actually a gasoline dump. If you pull the trigger the whole place will 
go up ina cloud of smoke. You back towards the door. Threatening 
the Smoker’s. What do you do? Pull the trigger and jump, or keep 
the threat up, knowing that there maybe hidden Smoker’s that could 
shoot you in the back at any moment. 


Wrong Decision - Head for the Door - Get the Floating off into the 
Ocean Graphic. Turns out there is a hidden Smoker. You get 
captured and left for dead on your boat. Only you get rescued by a 
boat, restocked and move onto Act II. 


Right Decision - Fire the Flare. You fire the flare into the body of one 
of the Smoker’s, who careens into an open barrel of gasoline. 
Explosions can be heard and you make a jump for open water. Flare 
gun in hand, you get your boat and head off toward the Atoll. 
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